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Welcome to this months )
have we got a boomer 1ssuE
We put our heads toget
that as the last few issues {
late that we would try and concile your
feelings with even more programs than
usual. The only drawback to this
that a few of the regular features ]
be dramatically shortened.
everything back to normal by the next
issue.
PLEASE NOTE: As we have been
every issue and nly & b
months people have asked us
subscriptions are for 12 months or
= t

[N

fod

s

issues, well I can assure sveryane hat
if you paid for 12 issuss you will get
172 issueg!!

I must say THANKYOU to the people who

rt

write in to us Saying hiow they

wait for the next issue tc arrive (here
I must thank also the shopkeepers for
being patient}, and that everything is

looking 0.K. for the future.

Soon to be released for the SEGA will be
SOFT-SPEACH which will allow the user to
make his/her SEGA talk. Should be about
6 weeks before we know when it will be
released.




MoaARRET PLossCE

T.T.5. could be getting some limited
supplies of the cartridge games; LODE
RUNNER, PRBOXING, FLICKY.

Hopefully by the time you are reading this
we will be getting the first shipment in.
Last report if John Sands were getting them
in soon was MAYBE SOON!!

A new programs book has Jjust been released
from T.T.S. with lot’s more programs than
the first one and of course they are of the

high quality and bug free way that we writs
them.

SE4Ga UISE R GROUIPS

W.A.: JOHN McLENMAN
(89) 342-52@5
S.A.: JAN JACOBSON

(@8) 382-79&7

QLD.: R. HORKINGS
(@71 525-6@3
VIC.: PETER LINDEMANN

{(@3) 445-3333
NSW.: T.T.S.

(B2) 831-1158
NSW.: JEFF NILSON

(B2) &B4—-4128



BASIC TIPS

Well

Now it and it is just nted

wJ

£y




G I NG S RO D

This month we have the new scores for Gaming
Around. We are getting an excellent responce to
this section so keep them coming. Please note
we require a PHOTOGRAPH to validate the score as
some people say anuthing!

POST TO;

GAMING AROQURND,
C/— T.T.S.,

4 Rota place,
Marayong. 21483

BORDERLINE..........158,208....1IAN B, VIC.
CHAMPION GOLF.......-5.........RICHARD B, VIC.
CONGO BONGO.........527,57@8....BRENDAN D, 5.4
DEMON GOBRLER.......38,4@Q80..... TOM B, N.S.W
EXERION.............120,000....JANET B, VIC.
MANACO GP...........195,224....DAVID A, 7

STAR JACKER.........25%9,010....WILLIAM L , S.A.
VERMIN INVADERS.....15,150.....KEN S, N.T
VORTEX BLASTER......143,550....J0E F, VIC

ORGUSS........... . .45,26@.....JEFF L, VIC
SAFARI RACE.........44,720.....TOM B, N.S.W
ZIPPY RACE..... a2 2.9339,1008....JEREMY C, N.S.W

SEGA GALAGA.........245,340....GRAHAM G, N.S.W
CHAMPION BASEBALL...16-@.......RICHARD B, VIC.
PACAR......... 222 799,999....DAVID A, ?
N-SUB........ creseea45,358..... DAVE G, W.A
SEGA FLIPPER........999,999....ROBERT B, N.S.W
POP FLAMER..........156,700....JEREMY C, N.S.W
SINDBAD MYSTERY.....35,860.....Jd0E F, VIC
YAMATO. . ... e ienena 167,600....MATTHEW T, VIC
SAFARI HUNTING......33,230.....KEN S, N.T



MoaCHIMNME OODE sar it &

This month we have a small
program which allows you
graphics screen using the four cursor
keus.

Tupe 1t in using your moniitocr pProgran.

To draw wuse the cursor keys for the
direction. (Very QUICK!'!}.

To change the color press a number key

from number 1 to 9.
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Use the EM command and
following:
ADDRESS: RBOG

DATA:

CD EZ 3% CD 42 4A 3E a1
CD D9 39 16 68 1E 88 ED
53 71 BB CD BR& 42 E 2@
28 F9 ED - 5B:: 71 BB FE. 1E
28 w24WGEE . REPWEE8 T 20 g 210
28 3@ FE 1D 28 34 FE 3A
SARAY. - FEy Al peS a5 D& 2@
Ch D9 39 ED 5B 71 BO 3E
@A1:~2CDs % EBE. | 3% 8. Ch = i7A ¢ FE
a8 28 1F 15 ED 53 71 EO
18 E? 7A FE BF 28 13 14
18 .F2 7B FE.-FF 28 @B . }1C
18 EA IR FE: @Y. 28, @3- 51D
18 E2Z J3E @2 CD 18 4A 18

CA 98 @@ END

To run the program use the CA command and
enter the ADDRESS: ROOG

To get out of the program press the RESET
key.




B2aa
B2206
B@aa3
B@Bs6
Baas
EQ@aR
B@ap
BOGF
R@13
BO16
raia
BG1A
BBIE
BO28
BE@z2
Baz24
BBzs
B@az8
BG@ZA
B@zC
BOZE
RG32
B@B32
B@34
B@36
B@38
BA3E
BG3F
BB41
BB44
Ba4s
EQ@47
BA49
B@4E
BB4C
B@sS@
B@s52
BR@53
B@55
B@s57

CDEZ39
CD424A
3E@1
CDD939
1660
1E8@
ED5371E@
CDB&42Z
FEQQ2
28F9
ED5B71R8
FE1E
2824
FEIF
28zC
FEIC
2838
FEID
2834
FE3A
3049
FE31
38@5
D&38
CDDb?3%9
ED5B71E@
3EB1
CDEE39
i8cp

74

FEB®2
281F

15
ED5371E@
18E9

7A

FEBF
2813

14

gaiea
@110
6a12@
22130
0a14@
ée15a
201468
0a17a
22188
eai7e
aazea
2ez1@
2@zza
G230

240
20258
22z68
Baz7a
202804
2@29a
aaiea
Baiia
aazze
Ba320e
20348
22350
04a3se
20372
ba3806
28393
0a400
22410
8842@
Ba430
ba440
02450
02448
Be47@
#3480
2049@

INIT

RUN

RUNZ

MU

MOK

MD

ORG
CALL
CALL
LD
CALL
LD
LD
LD
CALL
CP
JR
LD
CP
JR
cp
JR
ce
JR
cp
JR
CP
JR
cP
JR
SUB
CALL
LD
LD
CALL
JR
LD
cp
JR
DEC
LD
JR
LD
cP
JR
INC

@BOOOH ;TAPE VERSION
39E2H
4A42H
Asid
39D9H
Dy 6@H
E,8@H
(LGC)4DE
2REH
@aH
Z,RUN
DE, (LOC)
1EH
Z.MU
1FH
Z.MD
1CH
Z,MR
iDH
ZsML
3aH
NC, RUNZ
3iH
Cs RUNZ
384
2FD9H
DE, (LOC)
Al
S9EEH
RUN
AsD
]
Z:STOP
D
{iL0C),DE
RUNZ
AsD
@EFH
Z,8TGP
D




BOS8 18F2 basea JR MOK

B@5A 7B 28518 MR LD AE
B@5B FEFF 2a5ze cp aFFH
B@5D zB82B 22530 JR Z,5T0P
BASF 1C 0as4a INC E

B@A4@ 1BEA b@s55@ JR MOK
BA62 7B 20568 ML LD A E
BA&3 FEG1 aas57a CP 1

Babs 28@3 na58a JR Z,8TOP
BB&T7 1D 28590 DEC E

BR68 1BEZ nasea J MOK
BB6A 3EB2 @as51@ STOP LD AsZ
BB6C CD1B4A 00620 CALL 4A18H
BRALF 18BCA B3630 JR RUNZ
BA71 oo 28648 LOC DEFW aeeaH
EB23 #1000 END INIT

00028 TOTAL ERRORS
34325 TEXT AREA BYTES LEFT

INIT B@22 vo11@ 218490
Loc B@71 00648 20178 22210 BZ36@ BB440Q

MD BB52 20460 Aaz5a
ML BR&Z 02560 aazya
MOK B24C DB440 DR300 2A55¢ DALBE
MR BB5A BB510@ 28276
MU BR4s p@4@0 238

RUN BEQ13 22180 0BzB8 BRIV
RUNZ BG3E B@348 Q@310 PB332 00450 2B630
STOP BALA BR616 20420 0R480 2B53@ 28588
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PROGR AMS
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In this Arcade style game you must move ycur
Submarine through the minefield, which get’s
bigger with every round, and proceed to the
other end to go to the next round. Movement
1s by the cursor keys and you fire your

torpedo by the space bar'ti Good Luck

P

Captailn .cas

1$=INKEY$: X=X+




B8 IFX<{1@THENZE@
9@ SPRITEL.(XsY) 0.4

120 IFVPEEK(FNM) THEN3ALD

118 Z=Z+.1:ONINT(Z+1)G0OTO5@, 260
128 FORI=XTO45TEP-4

130 SPRITEZ.(I.Yls4.14

148 IFVPEEK(FNL)THEN17®

150 NEXTI:I=0:SPRITEZ.(I.Y¥)+4.0
168 SOUNDB:GOTOSE

170 BLINE(I-2,¥+4)—(I48,Y+16).4BF

182 SPRITEZ. (I.Y).4.8:T=11

4

178 SPRITE 1

_'Ef! Y—L)}} = T!

fomf

ok

. {

)
Y]

ZB@ SOUND4, 1,15:FORTI=1TOZONEXTTI

218 SPRITEZ.(I-5.¥-4).7.8

228 T=T+4:IFT<24THENIT®

2380 SOUNDR

248 COLOR1:S=5+7+R:1BLINE(45,10) - {(46+44
218}, s BF:FORI=1TOZ:CURSOR45+1.18:PRINT
SINEXTI:I=0

258 GOToSe

260 I=0:Q=R*.6:RR=RR+1+INT(Q) :BPLINE(TT
s RR=1)—(TT+&6,RR-Q), s BF : IFRR> 1 B4 THENZ &G

11



270 BN=1500—(RR*5) :GOTC 5@
298 COLOR1.1,:.1:CLS

380 SPRITE1,{(1,1}.3.8

33@ COLOR1:
INT"BONUS

368 REM END ROUTINE

328 FORI=QTOZ4L:READAS:PATTERNGHIAS:
ATI:RETURN

98 MAGL:X=Z24@:Y=140
4@@ COLOR1.1,,1:CLS

418 FORI=1
NT*"SCORE" 3

T
[ IR
— =
S5:CO

411 PRINT"ROUND"$R:COLOK
1@:PRINT"HI-SCORE" s H5:NE

470 COLORT,7,(@.,8)—-(255.28),1

438 COLORS5.5.(@,253—-(255.11@}.1

44Q COLORL:64(B,28)—(255.25),1




P_;

450 TT=1@:RR=32

460 COLOR1:FORI=3ATO1B@STEP&:CURSOR1EG,
I:PRINTCHRS$(Z22%) :NEXTI

478 COLOR1IS5:FORI=108TOZ4B5TEP30@: CURSORI
» 184 :PRINTIINEXTI

480 COLORSG.6,(8,183)-(255,191),1:1=08

4983 COLOR11,11,(18,26)—-(38,118),1

5@@ COLOR 1:CURSOR 28,35:PRINT CHR$(17
y3eT*

518 CURSORZA,5353:PRINT®I*

520 CURSORZA,75:PRINT*M*®

538 CURSCORZ@.5:PRINTHE"iCHR$(15)

248 FORA=1TO4B+(2*R) 1 COLOR11:CURSORINT
{RND{1)*218)+28., INT{(RND(1)}#563)+11@:PR]
NTCHRE (23467 tNEXTA

558 RETURN

560 DATA"OD 06 @@ ©@ @1 1D @5 FF*

57@ DATA"7F 3F 22 0@ 20 02 @@ ae"

580 DATA"SD B@ 8@ 8@ C@ C@ C@ FF*

59@ DATA"FF FC @6 @2 22 22 @20 23"

488 DATAYG0 20 00 00 00 20 08 20"

4£1@ DATA®G3 3E @3 02 02 Do 22 ag"

&20 DATA"QB 00 @0 20 az 22 22 2@

638 DATA"GE 00 @0 22 22 200 D@ QO"

13




&4@ DATAGR O 00 20 8@ a6 ae ad"

&58 DATA'QG BB 02 20 Q0 ve 2¢ as*

668 DATA"DO G Qv G @@ 4@ ¢v ag"
678 DATA"14 34 D2 S5E 74 97 &C =28

680 DATA"GO 0B @0 D2 2@ @ a2 a8
&7@ DATARBE G2 8D 2@ G2 B ga aar
700 DATAGCO @€ B0 ve0 26 a. 2eé 20"
71@ DATA"BQ 88 1@ =B 54 28 18 &a*
720 DATAGG G0 @9 80 08 8B av ae”
736 DATAQO0 06 GG 08 BB 26 e é@“
74@ DATACO 00 22 28 0B 8o g ae”

758 DATAGB 86 ¢

£
=
]
&
ol
&
s3]
&
o]
o
&
.-

748 DATA"DBG 00 2@ 2@ e g w2 &g

778 DATA"QR 6@ 28 o8 26 V8 ag gad*

78@ DATA"QD @2 v G0 @9 B Bz ag*

778 DATAYBE 22 @8 35 328 38 o€ 2@
808 DATAY2Q 00 B2 00 B0 86 0y 26~

810 DATA"DCG 20 22 28 @& 22 42 ag®
820 DATA"DB 20 00 20 B v va Z@~
830 SCREENZ.Z:COLOR1IS,1,.1:C0LE

840 FORI=1TOZ:CURSOR7@+1,103:PRINTCHRS
14 (17)3*sur ATTACK" tNEXTI:PRINTCHRS(1&)




858 COLOR1,12,(68,90)—-(208,115),1

848 COLOR14,14, (18.,178)-(256.,198),1
870 A$="Written in BASIC for the SEGA®
88@ COLORI1

898 CURSOR46, 174:FORI=1TOLEN(AS)

728 PRINT MIDE(A%,I.1}3i:BEEF 1:BEEP @:
NEXTI

210 FORIJ=1TOS:FORI=1T0O15:50UND]1.3@88, I:
NEXTI

728 FORI=15TO1STEP-1:S0UNDI,308.1
G300 NEXTI.J
F4@ SOUNDB:RETURN

738 FORI=1TO15:50UND4, 1. INEXTI:FORI=1
TOIR@A:NEXTI - SOUNDS

6@ FORI=302TO11@STEP-2@:7=Z+1:50UNDI1.
I1.Z:NEXTI:Z=@:FORI=1TO1B8@B:NEXTI :50UNDZ

7@ COLORIS. 15, (40@,421-(238.84&!

9808 FORI=1TOZ:COLORG6:CURSORIAB+I,5B:PR
INT"GAME OVER®

990 COLOR1:CURSOR45+I,7@:PRINT*PRESS [
SPACE-BARI TO CONTINUE® :NEXTI

1228 IFHS<STHENHS=S
1212 IFINKEY$=" “THENEE=1:G0TOZ®

1228 BEEP1:BEEP@:GOTO 1612
1=



MeT OHES

Here 1s a very popular

have to do

game for you to play,

a few numbers

and all you is type

in. You start with a pile of matchess {(you

pick the amount}), then uou choose the wau to

wWins {take the last match or leave the last

matchls then uyou choose who goes first.

Beware the Computer is very good!!

[

PRINT:AA=40@:GOSURBS5 : COLOR15, 1
< CLS:CURSORS,5

3 INPUT"ENTER PILE SIZE *";A

4 IFA>3THENG

3 GQOTO3

& IFA<ZINT(A)YTHENZ




RSN

7 PRINT"ENTER WIN OPTION"

8 PRINT"1 TO TAKE THE LAST®

? PRINT"Z TO AVOID THE LAST =3

i@

11

12

INPUTER

IFR=1THEN14

IFB<>2THEN7

13 PRINT:PRINT"HOW MANY MATCHES 70 TAK

E."
14 INPUT*ENTER MIN AND MAX “:C,D

15 IFC>DORC<10RC<>INT(C)ORD<>INT(D)THE
NREEPZ2:GOTO14

16 PRINT:PRINT"ENTER START OPTION®

17 PRINT"1 COMPUTER FIRST"

18 PRINT"Z YOU FIRST *;

19 INPUTE

2@ IFE=1THEN22Z

21 IFE<>2THEN16

22 F=C+D

23

IFE=2THENZ6

17



24 GOSUR 29

25 IFG=1THENZ

26 GOSUER 55

27 IFG=1THENZ

28 GOTO 24

29 H=A

3@ IFB=1THEN3Z

31 H=H-1

32 IFBE=1THEN4Z

33 IFA>CTHEN4S

34 G=1

35 PRINT"SEGA TAKES®3A3° AND LOSES.®
36 AA=380:G05UB 85

37 FORZZI=1TOS:FORXX=1T015

38 SOUNDI1, 480, XX:NEXTXX

39 FORXX=15TO1STEP-1

4@ SOUND1, 400, XX:NEXTXAX, ZZ:S0OUNDR2
41 RETURN

42 IFA>DTHEN4S

43 G=1

44 PRINT®"SEGA TAKES®";A;" AND WINS.®

1 82 45 RETURN




46

47

48

49

5@

51

53

54

53

56

57

58

=1y

65

&&

&7

I=H-F®*INT{(H/F)

IFI>=CTHEN4?

I=C

IFI<=DTHENS51

I=D

A=A—-1

PRINT*SEGA TAKES®"3I3;" AND LEAVES";A

G=0

RETURN

PRINT®"YOUR MOVE *";

INPUTI

IFI<>BTHENGZ

BEEPZ

PRINT*COMPUTER WINS BY FORFEIT.*
g=1 )
AA=20@:G0TO 85
IFI<>INT{(I)THEN&7
IFI>=CTHEN&G

IFI=ATHEN71

GOTO &7

IF I<=DTHEN&Y

M

PRINT"ILLEGAL MOVE,*;:BEEP

1



&8 GOTO 56

&9 A=A—-1

78 IFA<>@THEN7Y

71 IFR=1THEN76

72 PRINT"BETTER LUCK NEXT TIME."
73 AA=200:G0OSUR 85

74 G=1

75 RETURN

76 PRINTCONGRATULATIONS, YOU WIN.®
77 G=1

78 RETURN

79 IFA>=@THENBZ

8@ A=A+I

81 GOTC &7

8z G=0

83 RETURN

84 END

85 FORZIZ=1TOS5:FORXX=1T0O15
86 SOUND1,AA, XXINEXTXX

87 FORXX=15TO1S5TEP-1

88 SOUNDIL1,AA, XXINEXTXX,ZZ

= 89 SOUNDB:RETURN




Mowizss Z IThNE SUBSCRIPT LCGR

RaTES
1 ISSUES o c a2 e - 9 L5 5 . D
& ISSGUUES - v e e - - B2 . AL
i ISSUE o e e e e e - - 90, Z5A
BoaCh TS8SSUES 4 e - - %9 .. &3

BaAaCHK ISSUES AVATL ABRL E

DECAJAPMM o o . o ISSUE #$31
FEERE @60« LSSUE #0402
MARCH @ oo .« - ISSUUE #4a3

PR IL AMAY o o ISSWUE W3S

STUIMY A AUGLUIST I SSUE #as

-
P



POST TO;
T.T.S.,

4

Rota place,

Maravong,
N.S.W. 2148

F
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hone (023 B831-1150

I

INAME 155, i Mo ainsdnroyiie. ol » s liges, Geak g ins ATiet adiaTe dls m s s bis vw w s L
I

ADBRESS iy e o 0% o e et e e it e TR L T !
I

N T I Y, riain s R R

I

POSTEODE ¢:.c:cvcve STATE 3 .ecensanan I
=======:====:::========::::::::::::::::::::::::I
I1QTY 1 DESCRIFPTION I PRICE I TOTAL I I
Rl - I'==%==+= I-—====- I I
I I I. I | ¢
b le=ddfdes st reranaas o [==r==== f~=c==== i .1
I I I I I 1
I----- R e kel DRt R [erm=sss Jo=====x I1I
I I I I 11
=~~~ e it e  pteabecbanbetin I=—==—== I I
I I I I I I
[----- ik R il e e it === I 1
I I I I I I
:::::::::::::=======================I ——————— I I
I ENCLOSE I I I
CHEQUE/MONEY ORDER or I=======1 ]
DEBIT MY BANK CARD or MASTER CARD I
I

Lo s s miiaraiisi s 68 0 s s 0 e nsasnens .I exp date .../... I
I

SIGNATURE 1. v v nnnnsas S 2 15,010 I

R ST S ST S S S S S S S E SIS SIS ST TSNS ST oS =S=z=D===

PLEASE NOTE:

NEW RELEASE

THE OULTIMATE SEGS

PROGRAMS BOOK @ #2




TRIDENT TECNGCGLOGICAL SYSTEMS

TITLE PRICE
;;RTEX BLASTER— —————— $24.50
VERMIN INVADERS = = —————o $19.95
DEMON GOBBLER  —————e $19.95
TRANSYL CASTLE OF HORROR—————— $19.95
TIME CAPSULE ————e $19.95
UNDERWORLD OF KRAGON  —————ne $19.95
CASTLE OF FEAR = ———— $19.95
THE ORB OF POWER = ————— $19.95
CASTAWAY I Wi $19.95
CONCENTRATION  ———— $19.95
KINGDOM e $14.50
TRADE WINDS ————$12.50
GONE FISHING —————$12.50
MACHINE CODE MONITOR ———3%20.00
DATAFILE MANAGEMENT ————$49, 95
TTS SEGA MAG 12 ISSUES ————$48.00
TTS SEGA MAG &6 ISSUES —————$24.00
TTS SEGA MAG 1 ISSUE ——— $4.00
ULTIMATE PROGS BOOK #1 —--——— $9.95
ULTIMATE PROGS BOOK #2 ————— $9.95



1 SPACE CADET

In this small game you must get the enemy
into your sights, (cursor keys), and shoot
him down, (space bar), but if he gets above
you you can’t get him!!

1@ CLS
20 A=23:B=18:(=26:5=0

3@ FORD=0TO5@@:S0OUND4,2,14

| 4@ IFB<ZTHENGOTO 158

5@ IFA>35THENGOTO 150
6@ IFA<ZTHENGOTO 150
7@ CURSOR1,1:PRINT*“SCORE—-—"3;S:COLOR11,
1:CURSORA,B:PRINT*“+0+" : CURSOR16,12:PRI
NT*L + 1" :E$=INKEY$
8@ IFEs=" °"THENBEEP:GOTO 140

9@ IFE$=CHR$(31) THENCURSORA, B:PRINT"
“:B=B—1

1@0® CURSORA,B:PRINT® “
110 IFE$=CHR%(2%)THENA=A+Z
12@ IFE$=CHR%(Z8)THENA=A—Z
132 GOTO 168

14@ IFB=12THENSOUND4,1,15:COLOR&,7:CUR
SOR1646,12:PRINT®" ) >*< (" :5=5+100

150 A=INT(RND(1)#37):B=INT(RND(1)*11)+
12:C=C-1: IFC=@THENGOTO 178

150 CURSORA,B:PRINT" "INEXTD

gy 170 SOUND@: COLOR1, 14:BEEPZ:PRINT*SCORE

i



CTAR L)

Here 15 a minature race car game for all the
would be racers. You use the cursor keys to
move your car and dodge the oncoming
traffic. Up cursor 1is your accelerator,
Down cursor is gour'brake, and you have left

and right.

i PATTERN C#35, "Z0 20 Z@ z@ 2@ 28 28
z@"

Z PATTERN C#36, "84 FC B4 3@ 38 CC FC
cee

3 PATTERN C#91, "@8 18 18 18 20 28 28

"

4 PATTERN C#93, "88 CB 40 40 z@0 z0 22
z@"

=5



i@

i1

13

16

17

COLOR15,1:CLS:5=08:C=1:5P=58:P=0
AS(Q)="% # #®:AS(1)="H#%H #"
AS(Z)="# #$#":a8(3)="L [C ["*
A$(4)="1 1 1*°

CURSOR11,B:PRINT"CAR TRAINER Jr."

PRINT®

20

CURSOR1&, 18:PRINTA$ (@) : PRINTTAB(16)

;A% (@) :PRINTTAB(16)3A%(1)

38

31

32

33

34

35

36

CURSOR16, 15:PRINT"SPEED @°
PRINT:PRINTTAR(146)35"SCORE @°
FORI=1TO3:FORJ=14TOBSTEFP-1
SOUND1L,44@, J:NEXTJ:FORJ=1TOBQ
NEXTJ, I:SOUND1,88@, 15:FORI=1T0Z08
NEXTI:FORI=14TO@STEP-1

SOUND1,88@, I :NEXTI:CURSOR16,11:PRIN

T*START"

40

41

A=INT(RND(1)%53)

B=((A=1)*—1)+( (A=2)*-2)+{ (A=3) ¥—3) +

{(A=4)%—4)

43 CURSOR16,18:PRINTA$(R) :GOSUB138:G0S
UB140



44 [FB<>3ANDB<>4THENCURSOR16; 18:PRINTA
$(@):PRINTTAB{(146):;A%(B) :GOSURB138:GOSUR
140:G0T068

5@ CURSOR16,11:PRINTAS$(@):GOSURLI3G:C=
(B=3)#1)+((B=4)%-1}+C:GOBURB14B:5D=2:
TO19@

(
o
6@ IFB<>CTHENCURSCOR1&,11:PRINTAS(2) 10N
B+1GQ0OTC180, 168, 168:PRINTTAB(146)5A%(B)
SD=1:G0T019@

70 CURSOR16,1Z:PRINTAS{@) :FORI=1Z2T0B5T
EP-1

71 SO=5P#1.5+200: CURSORC#Z+15, 1Z2:PRINT
* ":GOUND1,11@,I1:50UND2Z,115,1

72 SOUND3, 128, I1:50UNDS,1,1:CURSORC#2+1
5, 1Z2:PRINT® X" sNEXTI

89 CURSOR14, 153:PRINT"GAME OVER “IPRI
NT

81 HS5=((5:HE)#*-5)}+{{S5<{=H8}#—-HS}

82 PRINT" YOUR SCORE®;S3* *:
PRINT

83 PRINT" HIGH SCORE™ ;HS

84 PRINT:PRINT" TRY AGAIN ! {
Y or N}*®

98 IFINKEY$="Y"THEN1&
180 IFINKEY$="N"THENCLSTEND

118 GOTO9@



128 REM SUER

130 SOUNDS3, SP*3+200@,8:50UNDS, 3, 15:F0RI
=@TO188—-( (SP<1@@)#—5P) :NEXTI :RETURN

148 B$=INKEY$

141 C=((P$=CHR$(Z29))*1)+{ (R$=CHR$(28))
*#—1J)+C

142 SP=INT{{{(B$=CHR$(38))*—1@)+{(B$=CH
RE(31) 1 %5P/2)+5P)

143 IFC=10RC=2THENCURSOR1&, 1Z:PRINTAS(
C):GOSUB13@:RETURN

1580 CURSOR16,1Z:PRINTA$(3) :FORI=15TOBS
TEP-1:50=5P%1.5+20@

151 CURSORC#Z+15,12:PRINT"® *

152 SOUND3,S50,8:50UNDS, 3,1

153 CURSORC#*2Z2+15,1Z:PRINT" %"

154 NEXTI:GOTOB@B

16@ PRINTTAB(16) " "#E#54#" :5D=3:60T01798
178 PRINTTAB(146)3A$(0):15=5+1G:G0TC192
18@ S=5+5

198 S=INT{(SD*(5P/5@))+5:CURS0ORZ21,15
191 PRINTSP;" “:PRINT:PRINTTAB(Z1}35
192 IFSP<350THEN4®

20@ CURSOR14, 13:PRINT"OVER HEAT" : SOUND

= 4:G0TOBG




SO RS

This is really a great game for anyone. You
must try to trek across the Sahara but  be
careful of which letters you stand on as you
may be drained of strenght and die. All the
letters stay the same for only one round.
You wouldn’t believe so much can happen to
you within the short space of time that uou
play this game!! Excellent.

2@ REM Author PETER BOURKE 1985
30 DIM D(1@@),ET$(22),P(Z2)

4@ DIM N1(22),N2(22),N$(22),5P$(28)
58 SPs=" .

60 CLS:COLOR, 1B:CURSOGR 4,3:PRINT thelc
ome to the..."

7@ CURSOR 12,3:PRINT"SAHARA®

88 CURSOR 4, 7:PRINT *& Desert Surviva!
Simulation.®

F@ CURSOR @4, 1B:PRINT -~ You are a

secret agent. Your®

1 PRINT * assignment i1s to carry

secret®

92 PRINT" documents across the ho
stile® '

93 PRINT * desert to the loneluy ou
tpost®

94 PRINT *® at the ocasis.” =



188 Y=1:TS=ZERO

11@ FOR X=1T035:CURSOR X, 1:PRINT CHR3(
234)

120 R=INT(RND{(1)#16+1}
13@ TS=TS+1:D(TS)=R:NEXT X

14@ FOR Y=1T015:CURSOR34, Y:PRINT CHR$(
234

15@ R=INT{(RND(1)#%16+1)
160 TS=T5+1:D(TSI=RiNEXT V¥

178 FOR X=36T0Z STEP —1:CURSOGR X,16:PR
INT CHR$(234)

180 R=INT(RND(1)*16+1)
190 TS=TS+1:D(TSI=R:NEXT X

Z0@ FOR Y=1&6TOZ STEP —1:CURSOR 1,Y:PRI
NT CHR#${(234)

218 R=INT(RND{1)%14&+1)

228 TS=TS5+1:D{(TSI=RINEXT ¥

23@ CURSOR @,18:INPUT *"For more instru
ctions enter your official agent’
s alias @ "5 N%

24@ IF Ns="" THEN 23@

238 IF C=7ZERG THEN GOSUER 78@:G0OSUR 2460
268 GOSUB 498

27@ IF X=2Z THEN 380

280 IF S=ZERO THEN 400

298 CURSOR Z,14:PRINT "Your move agent
"+LEFT$(N%,8)+" 7*:T=ZERO



308 ME=INKEY$:T=T+1:1IF T> 32880 THEN M%=
IIRH

31@ IF M$<F"L"AND MSBL>"RUAND MEI>"UYAN
D M%E<>"D" AND(M$<CHR$(Z8) OR ME>CHRS(3
13) THEN 308

32@ CURSOR 2, 14:PRINT 5P

338 CURSOR @, 19:PRINT SP%:CURSOR 8,19

348 IF M$="L* OR M$=CHR%$(Z9)THEN GOSUER
111@:30T0 27@

3530 IF M$="R" OR M$=CHR$(Z2)THEN GOSUR
117@0:G0TC 278@

3568 IF M$="U" GCGR M$=CHR$ (38} THENM GOSUE
123@:G60T0 27@

378 IF M$="D* OR M$=CHR%(31)THEN GOSUER
129@:G0TO 278

3880 VPOKE VA, 3Z:VPOKE 154626,253

398 PRINT " CONGRADULATIONS. You made i
t 1":QOTO 41@

4080 PRINT "ANOTHER agent bites the dus
£ 1.

41@ PRINT "Would you like ancther miss
1on 7P iFOROW=1TO40@:BEEPL tBEEPOAINEXTOW

420 ME=INKEY$:1IF M$=""THEN 420
438 IF M$="Y" OR M$="y" THEN &8
440 PRINT *"COULDN’T TARKE 1T HUH 7+
458 END

460 REM —————— e

47@ REM Print Desert =1



48@ REM ——————————————

49@ CLS:COLOR, 1@:CURSOR 8, 1:PRINT “SAH
ARA"

58@ CURSOR B8,Z2:PRINT *—————— #:T5=1
51@ FOR Y=6TO01@:CURSOR &,Y
528 FOR T5=TS T0O T5+1°9

53@ PRINT CHR$(D(TS)+&64)5:NEXT TS:PRIN
TH o

54@ NEXT Y
55@ CURSOR Z25,5:PRINT "0ASIS”

568 CURSOR @, 12:PRINT "L=LEFT R=RIGH
T U=up D=DCWN"

5708 CURSOR 1,19:PRINT "Your initial st
rength is 15%:8=15

580 X=Z:Y=8:G08UER 1358:VPOKE VA,Z53
59@ CURSOR Z9,23:PRINT “Strength®;

680 FOR T=22T03 STEP-1:CURSOR 34, T:PRI
NT *—*:NEXT

61@ VPOKE 15517,5@:VPOKE 155183,48
628 VPOKE 15717,49:VPORKE 15718.52
63@ VPOKE 15917,4%9:VPOKE 15918,48
640 VPOKE 16117,53:GQ05UEB 1558:T5=41
658 RETURN

660 REM ——————
678 REM Build Tables

688 REM —————— e



698 REM P~r~points. ETs~Event

708 P(1)=Z:ET${(1)="Friendly Nomads®
718 P(2)=Z:ET#$(2)="5Shady Boulders"®
728 P(3)=3:ET#%{(3)="Abandoned Cabin®
730 P(4)=Z:ET$(4)="Date Palm Trea®
748 P(5)=3:£T%(5)="Camel Caravan®

758 P(&I=—3:ET${(&i="Attacked By Savags

768 P{(71=-3:ET%{(7)="Rattle Snake Bite”
770 P(8)=—3:ET${(B)="Ate Rotten Carcas"

780 P{(23=—Z:ET%(?)="Lost — Wandering A
imlessiy®

798 P{1@)=—Z:ET$(1@)="5evere Sunburn®
800 P(11)=—1:ET%(11)="Freezing Nights"
818 P{(iZi=1:ET$(1Z)="Water Hole"

820 P(13)=—-2:ET$(13)="Flash Flood"

830 P(14)=—2:ET%(14)="Drank Brackish W
ater"

840 P{15i=—-Z:ET$(15)="Lost Your Sun He
imet®

850 P{l1&)=—1:ET${(16)="Hot - Dry Winds”

868 P(17)=—1:ET$(17)="Shimmering lllus
ions®

870 P(iB8)=Z:ET$(18)="Water From Cactus

880 P(19)=—1:ET$(192)="Desert Delerium”



|
|
|

890 P(2B)=Z:ET%(Z@)="Shelter In Ancien
¥ Ruins®

900 P(Z1)=—2:ET$(Z1)="46 Degree Sunstr
oke®

910 P(22)=0:ET$(22)="Sand And Rocks”
228 RETURN

9323 REM ———————————————————— -
94% REM Print Instructions

958 REM ——————————————————————————

968 CLS:COLOR,7:PRINT " HHHEHE  SAHA
RA  #HHWHHFH"

7@ PRINT:PRINT * INSTRUCTIONS for a
gent *+LEFT$(N%,8)

8@ PRINT

9@ PRINT * The Desert is fTilled with
unknown dangers and opportunities t
o regain your strength.®

i@G@® PRINT ®* Each character in the ma
p of the desert is a different type
of danger, opportunity or neutral loc
ation.”

181@ PRINT *® The only way to discover
which is  which is to actually land
on aone and hope.”

1820 PRINT™ Your problem is to learn
quickly enough to get to the ocasis
before your °‘strength’ disappears.”

1238 PRINT® Remember that characters
only retaintheir identity through one
desert,nexttime they are all different




1048 PRINT® Your position within the
desert is shown by and your path
is pbhlit—- erated by spaces.”

1858 PRINT * PRESS A
NY KEY."

1360 IF INKEY$="" THEN 1868

1378 RETURN

ip8@ REM - —————————— e e
iP98 REM *L" move

iig®d REM ———————————
i11@ IF X=2 THEN PRINT®*You can’t go le

ft from here*:50T0 1138

1128
378

1168

1170

118@
370

1198

VPOKE VA, 32:1X=X—-1:T5=T75-1:G05UE 1

RETURN

IF ¥=21 THEN X=2Z:G0TO 119@

VPOKE VA,32:X=X+1:75=T5+1:G0GUE 1

RETURN

REM *U* move

N S



12280 REM = ey -

1238 IF Y¥=46 THEN PRINT"You can’t go up
from here® :GOTC 1258

124@ VPOKE VA,32:Y=Y-1:T5=T&-28 :GOSUR
1370

125@ RETURN

126@ REM ———————————mmm e m—
127@ REM “D" move

128@ REM ————————————m e m

179@ IF Y=1@ THEN PRINT"You can’t go d
own from here®:GOTO 1310

1302 VPOKE VA,3Z2:Y=Y+1:TS=T5+2@ :GOSUE
137@ ‘

1318 RETURN

1320 REM Calculate VYRAM Addrass

1350 VASY*4@+X+E&H3CBR RETURN

1392 GOSUER 135@:I=N1{(D(TS)/

14@@ PRINT LEFT$(ET$(I},28)+LEFT$(SP%,
28-(LEN(ET$(I11))

141@ P1=P{(I):IF P1>ZERO THEN 1458

S 1428 IF S+P1<41 THEN P1=-8

»




143@ IF P1=ZERC THEN BEEFP:GOTO 1486

1448 FOR T=1 TO Pil#—1:5A=5A+4@:VPOKE 5
Ay 3Z:PEEP:NEXT:GOTO 148@

145@ IF S+P1>2@ THEN P1=z6-S
1460 IF P1=ZERO THEN BEEP:GOTO 1482

1478 FOR T=1 70O P1:VPOKE SAs144:5A=5A—
4@ BEEPINEXT

148@ D(TS)=INT(RND(1)%1&+1}
498 1

F 1=9 'HEN VPOKE VA, 3Z:VA=1568%1
Y=8: =4

m

149 I
X=2: T
15898 S5=5+P1:VPCKE VA, 253

1518 RETURN

1548 REM —————mmm

1558 SA=16275:C=7ERG:FOR T=1 TG ZzZ
1568 NZ2(T)=TiNF(T)="N":NEXT T

157@ T=INT(RND(1)%22)+1

1580 IF N#F(T)="N"THEN C=C+1:N$(Ti="Y":
NI(C)=NZ(T):IF C>7 THEN VPOKE SA,144:5
A=5A-40

159€@ IF C>Z1 THEN 1461@

1688 GOTG 157@

1610 FOR V=15 TO @ STEP —-1:5GUND 1,300
@, VINEXT

1620 RETURN =



BEATLE

In this Arcade style game you must collect
all of the diamonds by moving, {cursor
keys), aver them then press space bar.
While doing this you must beware aof the
deadly BALLS as they will be chasing you all
over the screen. Sounds easy, until you
start to play the game. Well that’s enocugh
talk so let’s get started!!

i@ DIﬂDX(iB):DIﬁDYﬂl@)=H5=ﬁi

Z@ PATTERN S5#@, "SAZ44242245A0000°
3@ PATTERNS#H#1,"3CV7EFFFFFFFF7EZCT
40 PATTERNCH#144, "B@182445422418887
5@ PATTERN C#Hb4, "Q44AA8RA13148841°
608 CLS:PRINT®"PRESS 1 FOR JOYSTICRKR®

CURSOR KE

7@ PRINT fPRINT "PRESS & FO
Ys*

el
A
fl

8@ PRINT:INPUT*CHOOSE PLEASE *35717

@ IFZZ<10RIZ>2Z2THENGLD

18@ SCREEN 2,2:COLOR1,3,,1:CL5

110 GOSUEBBB:X=8:Y=8:X3=184

120 Y3=184:X2=184:Y2=8:F=1:5C=0:1Lv=3




A

A s A

130 LINE(192,0)-(192,191),1:COLOR1,1.¢
192,8)—-(255,191)

148 GOSUR 1130

15@ GOSURB50:D=0:TIME$="00:8@:0@8" : IFF:
4THENF=3

168 SPRITE®, (X,Y),0,6: IFHS<SCTHENHS=SC
1GOSURL 146G

178 ONZZIGOTO180,Z10

188 S1=5TRIG(1):IFS1>BTHENT73

170 ZX=X:ZY=Y:A=STICK{1):1X=X+{{A=7)—(A
=3))¥BIY=Y+((A=1)-(A=S) 1 #8:I=X+((Y/S*
Z36)  IFVPEEK(Z) >@THENX=ZX:Y=ZY:GOTOQZ72
Z08 GQOTO z46

218 AB=INKEY%: IFA$="*"THENZ70

ZZ@ IFA%$=" *THENGOTO77@

238 IX=XK:IY=Y:X=X+((AS=CHR$(29))-(A3=C
HRE(Z28) ) 1*8

240 Y=Y+({(A$=CHR%(3@))-(A$=CHR$(31)) ;=
B:Z=X+((Y/Bi*254)

Z5@ IFVPEEK(Z)}@THENX=ZX=Y=ZY:GQT027@
Z6@ BEEF1:BEEP®

27@ ONFGOTOZzE8@, 330,428,512

288 IFX<X3THENX3=X3-Z

290 IFX>X3THENX3=X3+2

308 IFY>Y3THENY3=Y3+2

31@ IFY<Y3THENY3=Y3-2Z2 NE



3:z2@

338

340

350

360

379

438

44@

458

468

476

48@

490

528

GOTO590

IFX<X3THENX3=X3-2
IFX>X3THENX3=X3+2
IFY>Y3THENY3=Y3+2
IFY<Y3THENY3=Y3-2
IFX<XZ2THENXZ=XZ2-2
IFX>XZTHENXZ=XZ2+2
IFY>Y2THENYZ=YZ2+2
IFY<YZTHENYZ=YZ-Z
GOTOS598@

IFX<XZTHENXZ=X2-2
IFX>XZTHENXZ=X2+2

Y2+2

IFY>YZTHENYZ

IFY<YZTHEMYZ

P

yz-
IFX<X3THENX3=X3-4
IFX>X3THENX3=X3+4
IFY>Y3THENY3=Y3+4
IFY<Y3THENY3=Y3-4
GOTOS9®

IFX<XZTHENXZ=X2-4
IFX>XZTHENXZ=XZ2+4
IFY>Y2THENYZ=Y 244

IFY<YZTHENYZ=YZ—4




e

s T

558 IFX<X3THENX3=X3-4

560 IFX>X3THENX3=X3+4

578 IFY>Y3THENY3=YIZ+4

586 IFY<Y3THENY3=Y3—-4

3P@ IF(INP(&HRPF )AND3Z)=32THENGOTO &40
&80 SPRITEL. (X3,Y31,1,8

6£1@ IFF=1G0OT01460

628 SPRITEZ, (X2,YZ2),1.8

&£3@ GOTO 16@

&40 IFX<{=X3+SANDX>=X3-BANDY {=YZ+BANDY >
=Y¥3-8THENGOTGS58

6538 [FX{=XZ+8AMDX =X 2-BANDY I=YZ+BANDY >
=Y-w8THENGUTU6§

€ L"'l

558 IFXZ2<=X3+7ANDXZ>=X3-9THENXZ=X2-4:Y
Z=Y2-4 i X3=X3+4 1 ¥Y3=Y3+4:1G0TC 158

TEYS+FANDYZ =Y E-9THENX Z=X2-4 1Y
X3+4:1¥3=Y3+4:G0T0 158

588 GOTO1460

&7@ FORI=Z50T01185TEP-1@:50UND1,1,10

788 SOUND4, 1, 1 2:SOUNDZ, I+58, 8: S0UNDR

718 NEXTI:SOUND@:FORI=1ITOSB:NEXTI

720 FORI=I1ITOS:BEEP:INEXTI

738 IFLVFITHENLV=LV-1:X=8B:Y=8:X2=184:Y2>=8:
X3=18B4:Y3=184:COLOR15, 1 :BLINE(288, 1346)—-(21

65132} 4, BF: CURSORZ@G, 136: PRINTLV:ICOLORL, 3
GQOTO168



»
i

74@ CURSOR3Z,176:PRINT*PRESS <SB> TO P

LAY AGAIN" :A$=INKEY$:IF A%<>" °THENGOT
07:2@

7530 GOTC 126
768 END

77@ FORI=1TO1@:IFX=DX(I)ANDY=DY{I)THEN
BEEP:BLINE(X,Y )~ {(X+8,Y+7),,EF :SPRITER.
(XsY),@,1 :DX(I}=8@: DY{I)=0: D=D+1:G50T
o 778

788 NEXTI:GOTO140

79@ IFD=1@THENT1=VAL(MID$(TIMES,4.2))*
10@:TZ=VAL(MID$(TIMES$,7,2)) :T=T1+TZ:1B=
4@B0-T:F=F+1:Q0T0B1@

8683 GoTOogzA

810 X=8:Y=8:XZ=184:YZ=B:X3=124:Y3=184%:
IFE-BTHENSC=(BE+%1@)+5C

82@ COLOR15,1:IFD<1@ THEN S3C=SC+Z5:PRLI
NE(200,8@)-(255,88),, BF: CURSORZ00,80: P
RINTSC:COLOR1,3:G0To146@

836 COLOR15,1:BLINE(Z200,80)— (255,88} ,,
BF : CURSORZO@,82: PRINTSC:COLOR1 ,3:60TG150

843 RETURN

ToOl1@:RE

858 RESTORE 8&0:COLOR4,3:FGRI=1
DY (I)=DY

AD DX,DY:CURSOGRDX,DY:DX{(1)=0X
SPRINT®"EZ“INEXTI:COLORY, 3

B60 DATALB4,94,24,24,4@,80,184,16,8,17 |
61564,76456,144,168,48,168,152, 120,36

878 RETURN



88@ COLOR1,3:FORI=1TOZ4%3 STEFP 8:CURSO
RI-1,@:PRINT "a@" :NEXTI

89@ FOR I=1 TO 23:CURSOR®, I*8:PRINT "3
"INEXT I

7@@ FORI=1TO1@%8 STEP 8:CURSORI+15,14:
PRINT "a@" :NEXT

710 FORI=1T010%8 STEP 8:CURSCRI+1@3,164
FPRINT "a@* sNEXT

?Z@8 FORI=1TO5#8 STEP 8:CURSORI+31,3Z:F
RINT ®"a":NEXT

738 FORI=1TO5%#8 STEP B:iCURSORI+72,32:F
RINT *"a® tNEXT

4@ FORI=1TOS5#8 STEP 8:CURSORI+1Z27,32:
PRINT "a® :NEXT

758 FORI=1T0O5%8 STEP B8:CURSORI+31,152:
PRINT ®"a&® :NEXT

768 FORI=1TOS5#8 STEP 8:CURSORI+79,152:
PRINT "a"::NEXT

77@ FORI=1TO5#8 STEP B:CURSORI+127,152
PPRINT "a@® tNEXT

78@ FORI=1T01@%8 STEP B8:CURSORI+15, 148
SPRINT *“a@® :NEXT

790 FORI=1T010%#8 STEP 8:CURSORI+1@3, 16
B:PRINT "a@" ::NEXT

1008 FORI=1T0Z4%#3 STEP 8:CURSORI-1,184*
PRINT ®"a&® :NEXT

1818 FORI=1T013%8 STEP 8:CURSORI+47,48:
PRINT "a" :NEXT

1028 FORI=1TO13#8 STEP 8:CURSORI+47,13
6:PRINT "a@® :NEXT

R



v

|

e

103@ FORI=1T06%¥8 STEP 8:CURSORI+71,64:
PRINT ®"a":iNEXT

1040 FORI=1TO6#8 STEP 8:CURSORI+79,128
:PRINT "a" sNEXT

1050 X1=16:FORJ=1TOZ:FORI=1 7O 8:CURSO
RX1,I#8+16:PRINT “@":NEXT:X1=176INEXT

1060 X1=32:FORJ=1TCZ:FORI=1T014:CURSOR
X1, I#8+32:PRINT A INEXTI:X1=16@:NEXTJI

1070 X1=48:FORJ=1TOZ:FORI=1T08 :CURSOR
X1, I#8+56:PRINT st tNEXTI:X1=144:NEXTJ

1080 X1=16:FORJ=1TC Z:FORI=1 TO B:CURS
ORX1, [#B+96:PRINT "&° :NEXT:X1=176:NEXT

1098 X1=64:FORJ=1TOZ:FORI=1 7O 8:CURS0
RX1, [#8+56:PRINT *&" :NEXT:X1=1Z8:NEXT

1100 X1=80:FORJ=1TOZ:FORI=1 TO 4:CURSO0
RX1, [#8+72:PRINT *a*:iNEXT:Xi1=112:NEXT

111@ CURSOR1@4,8@:FPR
1@4:PRINT *a* :CURSOR
RSORE8, 76 :PRINT “a*

NT “&*:CURSCR1D4.,
8, RINT "&":CU

1128 RETURN
1130 COLUR1S5,1:CURSORZO@, 24:FPRINT*HI":
CURSQRZOD, 32:PRINT"SCORE" : CURBOGRZ2E, 48

IPRINTHS

1140 CURSORZOD, 64:PRINT*SCORE" : CURSORZ
22,80:PRINTSC

115@ CURSORZOO, 1Z20:PRINT"LIVES" : CURSOR
208, 136:PRINTLV:COLOR1, 3:RETURN

1162 COLOR15,1:BLINE(Z@8,48)-(2533,36);
s BF : CURSORZ@D, 48: PRINTHS: COLOR1 , 3:RETU

“* “+ RN







TECHNDLOGICAL
BREAR-THROUGKHM * *
THE TALKING ARCADE
ACTION GAME!

VORTEX BLASTER
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